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resumen. T El siglo 21 es la era de la información. 
La tecnología digital ha hecho que lleguen a los 
museos numerosas herramientas y recursos que 
han dado lugar a un momento clave y único 
en la museografía: la integración de datos, la 
accesibilidad, el carácter móvil y la interacción. Este 
artículo presenta una visión general de las ventajas 
y los logros de estas herramientas a través de la 
experiencia en el contexto de los museos rusos. 
Aunque en un principio la tecnología informática 
fue vista como un elemento positivo, los elevados 
costos de desarrollo y una falta de interacción con 
el público del museo de muchos de estos elementos 
ha generado un sentimiento de decepción. La 
tecnología de emplea como una novedad, en 
lugar de una fuente de conocimiento. El artículo 
analiza con detenimiento el proyecto, Young 
to the Young, en el que el concepto propuesto 
de juego museográfico se basa en un trabajo 
fructífero de interracción con la generación joven.
palabras clave: museum, cyber-museography, 
interactivity, participatory culture. 
abstract. The 21th century is the era of 
information. Modern technology has brought 
to the museums several tools and facilities 
which resulted in “the moments of success”: 
data integration, accessibility, mobility and 
interaction. This paper shows an overall vision 
of these advantages from the experience and the 
achievements in Russian museums. While initially 
computer technology has been seen as positive, the 
high level of expenses and the lack of interaction 
with the museum public have generated a feeling of 
technological disappointment. Technology seemed 
to be a novelty rather than a source of knowledge. 
The proposed concept of museographic game is 
based on fruitful work with the young generation.
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Introduction
The first up-to-date computer technologies appea-
red in Russian museums in the 1980s. This pro-
cess was inspired by the intensive development of 
computer hardware and software and marked by 
moments of success, but technical progress goes 
in steps. The turning point of the 1990s was the 
distribution of Internet technologies in Russia, 
which resulted in multiple museum webpages. To-
day social networks have become a popular mean 
of communication between museums and visitors. 
However, the computer technologies are develo-
ping intensively and their features are changing 
every six months, so a museum, which is by ori-
gin a conservative institution, is not able to react 
to all these changes. Nevertheless, the possibilities 
now allowed by mobile technologies are actuali-
zed for museum practice thanks to their simpli-
city, usability and accessibilit.
Museum digital environment
Modern technologies improve many areas of mu-
seum activity: both collection management and 
museum complex security control and influence 
the interaction of the museum with its visitors. 
The advantages of the Internet and mobile tech-
nologies have become very attractive. The mu-
seum website combined with mobile devices and 
user applications —the instrument that allows un-
limited use of museum information service— pro-
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ogy, such as the necessity of adaptation to differ-
ent types of devices and software (Hookk, 2012; 
Villaespesa, 2013).
One simple example can be proposed in order 
to illustrate our concept. The State Hermitage Mu-
seum collection includes more than 700.000 ar-
chaeological items. If one tries to find any data on 
their location using the official webpage of the mu-
seum, one gets plans of rooms partly closed for 
renovation, what is announced in other section 
(“Temporally Closed Rooms”). The proposed pan-
oramic views of certain rooms sometimes are not 
accessible because of incompatibility of a browser 
with IBM HotMedia Java applets. Among the 17 
courses in the “Virtual Academy”, only 7 are trans-
lated to English, and unique archaeological topic 
“Scyths” exists only in Russian. In fact, it does not 
allow to find actual location of the described ob-
jects (Treasure Gallery, an exhibition or storage). 
Moreover, Adobe Flash technology makes it in-
accessible for iPhones and iPads. The description 
of the new facility complex in “Staraya Derevnya” 
says nothing about open storage of archaeologi-
cal collections. New mobile application “Hermit-
age Museum” (Hermitage Museum 2014) offers 
data on 5 (!) archaeological objects, one of them 
is not on display at the exhibition. The mistake is 
a result of out of date content. The situation with 
guided tours concerning the archaeological part 
of collections is not better than with their virtual 
presentation. Summarizing all visitors from vari-
ous thematic tours we get totally about 200 peo-
ple per year. At the same time in 2013 the number 
of the State Hermitage Museum visitors exceeded 
3 million.
For these reasons an idea has appeared. It pro-
motes the application of a universal format of dig-
ital data, available for any type of electronic device 
instead of specialized mobile applications. Essen-
tially, we decided to change the technology of the 
data use into another one, accessible for any gad-
get. The concept was applied to an initiative media 
project “Young for the young”.
The initiative project “Young for the 
young”
As stated in its name, this project is orientated to-
wards the younger visitors of the museum. Its au-
dience includes not only those who come in search 
of information from our vast collection, or for the 
pleasure of viewing such masterpieces on display, 
but also those who might choose a profession in 
vides different ways to use data and finally allows 
visitors to be coauthors in creative work, including 
the museum space. Thus the relationship between 
museum and user changes its features. The main 
tool of the system is a mobile application (app) —a 
specialized program module for the data output 
on a certain gadget (e-reader, smartphone, tab-
let, etc.) The development of the museum mobile 
applications has found serious limits of technol-
Fig.1. Various forms of data implementation: plans, 
advisor, sensor kiosk, audio-guide rent and mobile 
application (fuente: D. Hookk) 
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During vacation, the children’s contest “Dis-
cover Hermitage!” takes place. School students 
will propose a route through the galleries and 
gather their “collection” with the help of a camera. 
Submissions will differ by age group and theme 
according to an announced category (“Hunters 
and gatherers”, “Collectors”, “Club of experts”, 
“Monsters hunters”, “Time machine”). The depic-
tion of the tour route on the map of the museum 
and the development of a template for the file will 
be created by volunteers and computer designers. 
The list of recommended literature was accessi-
ble through the Internet during the contest (www.
virtualarchaeology.ru). It will be possible for chil-
dren visiting from the School’s club, including nu-
merous students studying art history in rotational 
classes, to display their own creations. Formalized 
criteria formed by museum professionals for jury 
are:
- Title of a tour is attractive
- Abstract is adequate to content
- Data are actual and up-to-date
- Tour starts from the museum entrance
- Presence of logical connection between stops
- Absence of factual mistakes
- All discussed objects are exposed
- Illustrations correspond to texts and com-
ments
- Style correspond to theme (scientific, ironic 
…)
- Age of participant (middle or senior classes)
- Level of proficiency in native (foreign) lan-
guage
- Worth to recommend to friends
Every criterion varies from 1 to 3 (no-maybe-
yes). The winning submission will be chosen by its 
popularity —whether from a head count, or from 
data gathered from the contest website. The con-
test will take into account only one “vote” for each 
entry ticket. Participants in the contest are advised 
to seek support for their submission from class-
mates, family and friends. In this manner, we hope 
to draw the attention of the adult audience too.
Thus, this individualized, non-traditional ap-
proach to visitor service creates a positive impres-
sion on visitors to the museum.
From consuming culture to participatory 
culture
The content (topic, duration, number of objects, 
style of texts, illustrations) for various groups of 
a related field such as art history. Therefore, the 
goal of this project is to create tours which are tai-
lored to the individual interests of these visitors. 
These tours would be found in the form of files, 
accessible on the museum website. It is important 
that they enhance the visit of tourists at the mu-
seum, enabling them to view a range of artwork 
with a cohesive theme within a comfortable, self-
guided tour. Each exhibit would be accompanied 
by a short, original and emotive text which reveals 
several unique or curious facts. Consequently, this 
ensures the visitor is adapted and oriented within 
the museum, creating a comfortable, welcoming 
environment. Obtaining such emotionally-tinged 
information draws the visitor into the culture of 
the Hermitage and its complex and diverse world.
The implementation of the project proposes to 
the museum guest (real or virtual) a new service: 
free information support in form of individual dig-
ital trips. The innovation is focused on the individ-
ual visitors but it is available to any Internet user 
possessing a mobile device.
Participants in the project will gather informa-
tion about 10-20 objects according to a theme, cre-
ating a response to the object (this could take the 
form of a short, informative piece about the object, 
a poem, a personal impression…) and marking 
the location of each one on a map of the museum. 
This mini-tour does not strictly regulate the order 
in which each point of interest on the map should 
be visited, but prompts visitors by numbering each 
object. It also indicates the amount of time neces-
sary to complete the tour. Consultation during the 
creation of the points of interest will be provided 
by the specialists and employees of the museum, 
who will also help optimize the route that the tour 
takes. The final product —a PDF file— will be ac-
cessible on authorized mobile devices such as tab-
lets, smartphones and e-readers. A selection of 
files will be available on the website with an indi-
cation of the theme of the tour, an abstract from 
the text, the length of the tour as well as the lan-
guage. The possibility to share information with 
our visitors over the Internet lies in the very ide-
ology of personal networking technology (Charter 
of human rights…, 2012). The international char-
acter of the Volunteer Service offers the possibil-
ity to translate a prepared tour into various lan-
guages and put both copyrights, of author and of 
interpreter. Thus, the data provided in the author’s 
publication would be protected under the domain 
of the museum’s website.
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visitors will probably be discussed with the first 
users of digital trips. In this case, the decisions on 
the improvements made by both museum spe-
cialists and users of the digital trips will make 
up participatory culture. The term has appeared 
as an antithesis to the concept of consumer cul-
ture, primarily as an antithesis to the production 
and consumption of information on the Internet 
(Handbook…, 2014. C.19, 21-24).
Communication with the visitor is the mutual 
point of interaction of cultural institutions with 
the public, made up of the concepts of interactiv-
ity and participatory culture. However, these con-
cepts apply to different aspects of human nature. 
The concept of interactivity came from the world 
of information technology and expressed feedback 
to a system during interaction with a user. The free 
platforms Web 2.0 give to an Internet user the pos-
sibilities to destroy the “Producer-Consumer” hi-
erarchy and transform him into an active person, 
participating in creative activity. (Hawkey, 2004; 
Davies et al., 2006; Bogomazova et al., 2008) 
Through participation in the project, it is possi-
ble for visitors to display their knowledge and ex-
press themselves and their individuality. From our 
standpoint, looking at our exhibits from a fresh 
point of view allows us to see them in a different 
light. The museum studies visitors’ opinions in or-
der to take them into account in future decisions. 
This is evidence of participatory culture.
Conclusion
Up-to-date information technologies inspire users 
to be more active and independent giving them 
the role of full participant in interaction with the 
Museum. The initiative “Young for the young” is 
orientated towards the young generation.
Furthermore, this project will culminate in the 
celebration of the State Hermitage’s 250th anniver-
sary in 2014, and the large number of tours will be 
a great opportunity for the numerous guests of the 
museum. In this manner, we hope the word “Her-
mitage” will be associated not only with the word 
“museum”, but also with “great anticipation”. The 
information services developed for the youth au-
dience are mostly interactive. The feedback gives 
a user the possibility to be more active and inde-
pendent, to not only consume information but 
also contribute his comments and opinions. The 
users of digital trips form a new category of visi-
tors, who are able to increase the total number of 
museum guests.
The project is validated by the fact that the 
growth of individual visitors now make up half 
of the total number of the Hermitage museum 
guests. This is as a result of the qualified informa-
tion service provided by the project. Thus the new 
information services mirror the image of the mu-
seum’s great collection.
references
Bogomazova T. G., Kupina J. A. (2008): “The 
communication model of the anthropology 
museum: case of multimedia informational-
exposition complex of the St. Petersburg Kuns-
tkamera”, in M. Ionnides, A. Addison, A. Geor-
gopoulos, L. Kalisperis (eds.): Digital Heritage. 
Proceedings on Virtual Systems and Multimedia. 
Project Papers. 20-25 October 2008, Limassol, 
Cyprus, pp. 294-296.
Charter of human rights and principles on the In-
ternet. Version 1.1. Retrieved from: <http://in-
ternetrightsandprinciples.org/site/wp-content/
uploads/2012/12/Charter-on-Human-Rights-
and-Principles-on-the-Internet-Version-1-1-
Draft.pdf>.
Davies R., Krizova R., Weiss D. (2006): “Moti-
vating active participation of primary school-
children in digital online technologies for cre-
ative opportunities through multimedia”, in 
EVA’Florence 2006, pp. 69-71. Bologna: Pitag-
ora.
Hawkey R. (2004). “Learning with digital tech-
nologies in museums, science centres and gal-
leries”, in Futurelab. Accessed on: 08-25-2011.
Geser, G; Prähauser, V.  H.; Strasser, A. (eds.) 
(2014): Handbook for Creative Cultural Her-
itage Cooperation Project. Salzburg: Salzburg 
Research Forschungsgesellschaft m.b.H.
Hookk, D. Y. (2012): “Sources of virtual knowledge 
on the museum collections. Proceedings of XIV 
Annual International Conference”, in EVA-
2012 Moscow, November 26-28, 2012. Moscow. 
Retrieved from: <https://eva.rsl.ru/en/2012/re-
port/list/1074>. Accessed on: 02-14-2014.
Hermitage Museum (2014) The State Hermitage 
application for iPhone, iPad and Android de-
vices. Retrieved from: <http://www.hermit-
ageapp.com/e_press.html>. Accessed on: 02-
14-2014.
Villaespesa, E. (2014): “A look at how users en-
gage with Tate mobile apps”. Retrieved from: 
<http://www.slideshare.net/elena_culture/a-
look-at-how-users-engage-with-tate-mobile-
apps>. Accessed on: 02-14-2014.
